CONTENT RATED BY 
ESRB 


LIARNING: READ BEFORE USING YOUR 
PLAYSTATION2 COMPUTER ENTERTAINMENT S 


very small percentage of individuals may experience epileptic seizures when 

_ exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation®2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If 
you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing 
a video game-dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions-IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 


Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 


The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the controller 
ports or MEMORY CARD slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 


* This disc is intended for use only with PlayStation®2 consoles with the 
NTSC U/C designation. 


* Do not bend it, crush it or submerge it in liquids. 
* Do not leave it in direct sunlight or near a radiator or other source of heat. 
* Be sure to take an occasional rest break during extended play. 


Keep this compact disc clean. Always hold the disc by the edges and keep it 

in its protective case when not in use. Clean the disc with a lint-free, soft, 

dry cloth, wiping in straight lines from center to outer edge. Never use solvents 
or abrasive cleaners. 


Getting Started 
Game Controls 
Main Menu 
Options 


Game Modes 
Exhibition 
Season 

Playing a Game 

Create 


Create Moves 


Create an Animation 


Create a Stable 
Saving and Loading 
Tips 
Credits 


Limited Warranty 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in its instruction manual. Make sure the MAIN POWER switch 
(located in the back of the console) is turned on. Press the RESET button. When 
the power indicator lights up, press the open button and the disc tray will open. 
Place the %4 SmackDown!: Here Comes the Pain disc on the disc tray with 
the label side facing up. Press the open button again and the disc tray will close. 
Attach game controllers and other peripherals, as appropriate. 

Follow on-screen instructions and refer to this manual for information on 

using the software. 


Memory Caros 
To save game settings and progress, insert a Memory Card (8MB) (for 
PlayStation®2) into MEMORY CARD slot 1 of your PlayStation 2. You can load 
saved game data from the same card, or any memory card containing previously 
saved W. SmackDown!: Here Comes the Pain games. For more information, 
see SAVING AND LOADING on page 26. 


DUALSHOCHe2 ANALOG CONTROLLER CONFIGURATIONS 


| L2 button R2 button 
} U1 aA: R1 button 
C=) 
i a 
i d OC SONY 
directional PYO| | on 
buttons S s 


AX button 


left analog stick © button 


(L3 button when pushed down) 


SELECT button X_ button 
ANALOG mode button CO button 
START button 

right analog stick 


(R3 button when pushed down) 


Menu ContTROLS 
Action Button 
Highlight options/Change options Directional buttons 
Confirm selection @ button 


Return to previous menu ® button 


Control superstar 


Run 


Initiate grapple 
Power 
Submission 
Signature 
Quick 


Perform grapple move 
(after grapple initiated) 


Perform strike move 
(after grapple initiated) 


Striking attack 

Irish Whip 

Counter striking attack 
Counter grapple attack 
Counter SmackDown! move 
Taunt 


Pin (opponent on mat) 


Layeth the SmackDown! 


(when SmackDown! Meter is full) 


Second finisher 


(if Superstar has multiple finishers in same situation) 
Pick up weapon/object 

Action” 

Change focus 


Pause the game 


perform the finishing move. 


Directional buttons/left analog stick 
@ button 


© button + directional button 
© button + ¢ button 
®@ button+ ¥ button 
® button + button 
© button + =» button 


® button + directional button 


@ button + directional button 


@ button 

®@ button 

wz button 

za button 

wz button + mgm button 
right analog stick 


© button + directional button § 
ap button 


@sm + directional button 


® button 
® button + directional button toward object 
xm button 


&, button 


* = enter/exit ring, cage, onto table, etc (to exit the ring press @ Button) 


NOTE: You can only perform a SmackDown! finishing move if you have at least one 
S$ highlighted on your SmackDown! Meter, your opponent is groggy, and the 
SmackDown! icon appears. Different Superstars have finishing moves that require 
different situations. Press the button at the Superstar select screen to see 
how your opponent must be placed and where you must be standing in order to 


Facing Opponent 
} 


Irish Whip @ button 
Striking attacks @ button 
@ button + ¢ button 
; @ button + § button 


@ button + « button 
@ button + =» button 


Grapple attacks (min. damage) @ button + ¢ button 
@ button + § button 
@ button + button 
®@ button + =» button 


NOTE: Use the same button combinations for grapple attacks on stunned and groggy 
opponents for greater damage effect. 


Behind Opponent 
Irish Whip © button 


Fake Irish Whip © button, @ button 


Rear grapple attacks (min. damage) ®@ button + ¢ button 
®@ button + ¥ button 
© button + button 
© button + =» button 


NOTE: Use the same button combinations for grapple attacks on groggy opponents 
for greater damage effect. : 


Opponent on Mat 


Lift opponent into grapple ®@ button 
Pin opponent ®@ button + § directional button 
Break your own pin @ button 
Upper body grapple attacks ®@ button + ¢ button 
° © button + § button 


®@ button + « button 
@ button + =» button 


Lower body grapple attacks @ button + ¢ button 

¥ © button + § button 
®@ button + button 

© button + =» button 


© button + © button 


Lift Opponent (facing opponent's back) 


<= - / 


Striking attacks 


Drag opponent 


Running ground strike 


Turnbuckle/Ropes 

| Exit and enter ring 

Climb turnbuckle 

Dismount turnbuckle 

Rope attack (opponent on ropes) 
Irish Whip to ropes 

Opponent's back to turnbuckle 


Opponent facing turnbuckle 


Opponent sitting in turnbuckle 
Remove turnbuckle 
Tag Team turnbuckle attacks 


(In tag team’s corner while opponent is against 
the turnbuckle) 


Running Moves 
Running grapple 


(toward opponent's face/back) 


Running strike 
Counter Irish Whip 


High-Flying Moves 
Diving attacks 


Counter high flying moves 


@ button 

@ button + ¢ OR § button 
© button + « OR » button 
Hold © button 


® button + @ button + @ button 


@ button + directional button toward ropes 
® button + directional button toward corner 
@ button 

@ button + directional button 

© button + directional button toward ropes 


®@ button + ¢ button 
®@ button + § button 
@ button + button 
®@ button + =» button 


®@ button + ¢ button 
®@ button + ¥ button 
@ button + button 
®@ button + =» button 


® button + directional button 


@ button + directional button toward turnbuckle 


®@ button + button 
®@ button + $ button 
® button + button 
© button + =» button 


® button, © button + directional button 


® button, @ button + directional button 
EB button while at the ropes 


® button 

© button + t button 
@ button + § button 
@ button + button 
@ button + =» button 


button 


Weapon Attacks 


Get weapon from under apron 


Pick up/drop weapon 
Weapon grapple 


Weapon strike 


Running weapon attack 


Weapon special 
Throw weapon 


Tag Team 


Get on outside apron 


Call for tag on the apron 


Tag partner 


Call in partner 

Ladder Match Moves 

Pick up ladder 

Stand ladder 

Place ladder in turnbuckle 
Climb ladder 

Diving attack 

Reach for belt 

Jump for belt 

Climb down ladder 


Knock ladder over 


® button + directional button toward the 
middle of the apron 


@ button 
@ button + directional button ¢ or§ 


© button or & button + directional button 
ors 


@® button + directional button toward 
opponent, strike opponent with @& button 


mam button while holding a chair 
© button 


® button + directional button toward the 
corner 


@ button 


@ button + directional button towards 
partner 


Right analog stick 


® button (near tadder) 

@ button (hoising adden) 

@ button + directional button (toward turnbuckle) 
®@ button + directional button 

© button (standing on ladder) 

© button (standing on tadder) 

© button + directional button (standing on ladder) 


@ button {standing on ladder) 


@ button (standing near ladder) 


Pick up table 
Stand table 
Place table in turnbuckle 


Throw opponent onto table 


Grapple opponent through table 
Climb onto table 
Dive from table attack 


Recover 


Cage Match/Hell in a Cell™ 


Climb cage 
Climb cell 
Dive from cage attack 


Push opponent off of cage 
(Hell in a Cell™) 


Open cage door 


Bra-and-Panty Match Moves 


Remove garments 
(From behind, when groggy or when on ground) 


Special Referee 

Count Pin (during pinfat) 

Count Ring Out (ouring Ring Out) 
Count DO (during weapon attack) 


Count give UP (During submission) 


® button (near table) 
@ button (holding table) 
® button + directional button (toward turnbuckle) 


Hold table and press up or down on the 
directional pad + @& button 


© button (standing on table with opponent) 
[A] button (un toward table) 
tx] button {standing on table without opponent) 


Directional buttons (repeatedty) 


®@ button + directional button (toward cage) 
® button 


€& buttON (on top of cage) 


(O} button (near edge of top of cage). 


®@ button + direciionai bution 


®@ button + directional button § 


®@ button 
® button 
®@ button 


® button 


Elimination Chamber 


Climb the chamber wall @ button + directional buttons towards the 
chamber wall 

Climb on top of the chamber @ button + directional button while on the 
turnbuckle 

Perform a diving attack @ button while hanging on the chamber wall 

Pull down the opponent ®@ button while the opponent is hanging on 


the chamber wall. 


NOTE: You can perform high flying special moves from the top of the chambers. 


Backstage Hardcore Areas 


@ button is the universal action button for all interactive items backstage. This 
button will turn on valves, access vehicles, ete. 


Double Team Moves 
There are two different types of Double Team moves in ¥ SmackDown!: Here 
Comes the Pain—Normal and Tag Team. 


* Normal—To perform a Normal Double Team move, one Superstar must lift an 
opponent into a grapple. A second Superstar must approach the two of them 
and press any of the four directional buttons and the © button to execute the 
Double Team move. ; 


* Tag Team—Because tag teams have good chemistry, Tag Team Double Team 
moves are easier to execute than Normal Double Team moves. Simply Irish Whip — 
an opponent into your team's corner and execute a grapple (any directional . 
button + the © button) to tag your opponent and deliver a devastating 
double dose of destruction. After the move, your partner will be the 

legal Superstar in the ring. 


A 


MAIN MENU 


ess all the game modes and 
loptions from the Main Menu. Use 
‘the directional buttons to highlight 
an option, then press the @& button 
to make your selection. 


* Exhibition - Jump right into the 
ring and compete against the 
toughest ¥ Superstars in W 
SmackDown!: Here Comes the Pain. See page 12 for more info. 


* Create - Create or edit Superstars, Animations, Entrances and Stables. 
See page 21 for info. 


* Season — Compete for the belts in entire seasons of intense sports- 
entertainment action. Check page 17 for more information. 


* Options - Customize the game settings in the Options Menu. For detailed info 
on all the option settings, see below. 


* Credits 


)Matcu Ruces 
| NOTE: Not all Match Types allow ey 
}), a/l match settings to be adjusted. 
|| Match setting options that are 

| not available for a given match 

|) type are colored gray and are not 
selectable. 


Use the directional buttons to select an option. Press the & button to change an 


))) option or the @ button to cancel. 
i Entrance - Toggle entrances ON/OFF. * DQ — Toggle disqualifications ON/OFF. 


i} 

. KO - Toggle knockouts ON/OFF. * Ring Out Count - This determines 
: how long you can stay out of the 
ring. Choose either a 10 count or 
toggle count outs OFF. 


* Ring Out —- You will not be able to leave the ring with Ring Out OFF. 


* Interference - Toggle interference in the match to Manual or OFF. This option is 
not always available and requires stables. Use R3 to call in the interference. 


* Match Length — Toggle between a 10, 15, 20 or 30 minute match or 
select No Limit. 


* SmackDown! \con Charge Speed - Set to NORMAL, FAST or FASTEST. 
* Set to Default — Reset all options to the original default settings. 


* Decision - Accept your settings and return to the Options Menu. 


In-Game Options 
* Difficulty — Toggle the difficulty between EASY, NORMAL, HARD and 
SMACKDOWN! 


* Superstar Name Bar - 
Toggle ON/OFF. 


* Player Indicators — 
Toggle ON/AUTO/OFF. 


* Targeting — Toggle 
AUTO/MANUAL1/MANUAL2. 
Auto - The closest opponent is always 
locked on as a target. Teammates and 
referees are excluded in this system. The cursor will be displayed for 2 seconds each time 
the target is changed. 4 
Manual 1 - Targeting is changed on a rotation. Teammates and referees are excluded in this — id 
system. The cursor will be displayed for 2 seconds each time the target is changed. 
Manual 2 - Targeting is changed on a rotation. Referees and teammates are included in 
this system. The cursor will be displayed for 2 seconds each time the target is changed. 


* Camera Angles - Choose ON for multiple camera angles throughout match, OFF 
for single camera angle. 


* Sound — Choose MONO for one speaker or STEREO for two-speaker output. 


* BGM Volume - Set match background music volume to MIN, NORMAL or MAX > 
or OFF. ‘ 


* Entrance BGM Volume — Set entrance background music volume to MIN, 
NORMAL or MAX or OFF. 


* SFX Volume - Set sound effects volume to MIN, NORMAL or MAX or OFF. 


* Vibration - Toggle controller vibration ON/OFF independently for up to six 
individual players. 
* Set to Default — Reset all options to default settings. 


* Decision — Accept your settings and return to the Options Menu. 


Sr rae 


a (created Superstars, Season SYSTEM DATA 
_ Mode progress, etc.) to a 
memory card. 


_* Load System Data - Load all 
data from a memory card. 


_ * Copy a Created Superstar - Copy 
a created Superstar from a memory card to the console (to save onto another 
memory card, for instance). 


* Copy a Created Taunt - Copy a created taunt from a memory card to the 
console. 

* Copy a Created Fighting Style - Copy a created fighting style from a memory 
card to the console. 


* Copy a Created Walking Style - Copy a created walking style from a memory 
card to the console. 


* Copy a Created Running Style - Copy a created running style from a memory 
card to the console. 


* Copy a Created Winning Style - Copy a created winning style from a memory 
card to the console. 


EXHIBITION 
To set up an Exhibition Match, first 


GAME MODES 
select the match type (see page 13 
for more on match types). Use the 


directional buttons and the @& button 
to confirm your selections (the @ 
button to go back). Then, select your 
Superstar(s) and get it on! 


NOTE: You can use the original Superstar attributes or use the attributes that have 
been accumulated from Season Mode. 


Matcu Types Seisect MSnu 

NOTE: These match types appear in various combinations. For reference, they are 

defined here: 

* Triple-Threat - A one-on-one- 
on-one match! You only have to 
defeat one opponent to win, but 
watch your back. 


* Fatal Four-Way - Four 
Superstars compete against each 
other. Defeat one opponent to win. 


* Tornado — Tornado Tag allows all Superstars in the ring simultaneously, without 
having to worry about tagging in or out. Any opponent can be pinned for 
victory. 


* Managers - Choose NO MANAGER to take on your opponent single-handedly, or 
choose W/ MANAGER to have a Superstar accompany you to the ring and help 
you out when the ref isn’t looking. 


The following Match Types and variations are available: 


Single - Two Superstars face off in one-on-one action. 
* No Manager 
* No Manager vs. w/ Manager 
* w/ Manager vs. w/ Manager 


Tag - Two teams of two Superstars slug it out. 
* Normal Tag 
* Tornado Tag 
* Tag vs. Tag w/ Manager 
* Tag w/ Manager vs. Tag w/ Manager 


Six-Man Tag - Take a Tag Match to the next level! Two teams of three 
Superstars go at it. 

* Normal Six-Man Tag 

* Tornado Six-Man Tag 


Handicap — Prove just how tough you are by taking on more than one opponent ~ 
at a time. 

* One on Two 

* One on Tag 

* One on Three 


‘0 id everything goes in a Hardcore match! You can move to 
ly area marked with a blue icon. 

t Single * Triple-Threat i 
Tornado Tag * Fatal Four-Way 

* Tornado Six-Man Tag * Time Limit 

_ * Triple-Threat Tornado Tag 


Royal Rumble® - An all-out brawl - The Royal Rumble® consists of 30 
Superstars competing for one title. With four Superstars in the ring, pin an 
Opponent or throw one over the ropes to disqualify him. When an opponent is 
disqualified, the next Superstar will enter the action. Be the last man standing to 
win the title! 


Survival — Survival matches put you to the limit against multiple opponents. 


_ Battle Royal - Four to six Superstars enter, but only one can win. Defeat all 
Opponents to be victorious. * Four-Man Battle Royal 

* Triple-Threat * Five-Man Battle Royal 

* Fatal Four-Way * Six-Man Battle Royal 


Main EVENTS 
3 Stages of Hell - Choose three of gy 
the match types below and compete 
One-on-one against another 
Superstar in this vicious test of 
endurance. The first Superstar to 
| i win two-out-of-the-three matches 
bi takes the 3 Stages of Hell title. 


* Single * Table 

* Cage * TLC 

* Hardcore * Last Man Standing 
* Hell in a Cell™ * First Blood 

* Ladder 


* Submission 


i] 
i] 


Bra & Panty - Perhaps the greatest single sports-entertainment match ever 
conceived, two ¥ Divas battle it out until one has been stripped down to her bra 
and panties! 


Cage - The classic “two men enter, one man leaves" match. Pin and Give Up 
variations confine action to the cage and only end with a pinfall or tap-out. 


* Single * Single Pin and Give Up . 
* Tornado Tag * Triple-Threat Pin and Give Up ns 
* Triple-Threat * Fatal Four-Way Pin and Give Up 


* Fatal Four-Way 


Elimination Chamber - A six Superstar elimination event, two Superstars begin 
the match. Then, every 60 seconds, a Superstar is released from his chamber to 
enter the match. Eliminate all your opponents for victory. 


Elimination Tag - Eliminate opponents until a member of your tag team is the 
only one left! 


* Normal Tag * Normal Six-Man Tag 
* Tornado Tag * Tornado Six-Man Tag 
* Captain Fall Tornado Six-Man Tag * Table Tornado Tag 
(match doesn't end until team * Table Tornado Six-Man Tag 


captain is pinned or taps out) 


First Blood — First Superstar to draw blood wins! 


Hell in a Cell - With an added roof on the cage, climb on top and throw your 
opponent through the roof! 


* Single * Fatal Four-Way 
* Tornado Tag * Armageddon Hell in a Cell 
* Triple-Threat (six-Superstar brutality!) 


Ladder - With a title belt suspended above the ring, knock your opponent sei sele 
to give yourself enough time to set up a ladder and climb your way to victory. — 
* Single * Triple-Threat 

* Tornado Tag * Fatal Four-Way 
* Triple-Threat Tornado © ie ——— 


before the referee 


yer Jack - A horde of Superstars await any jobber foolish enough to leave the 
during a Lumber Jack match. 


pecial Referee - Don't count on a fair fight in a Special Referee Match, because 
the player- or COM-controlled referee can't be trusted to call ‘em like he sees ‘em. 
The ref not only makes all count-out, pinfall and DQ calls at his own pace (by 
ressing the @ button), but he can also get involved in the match—after all, who's 
going to DQ the ref? 

One Referee Single * Two Referees Single 

* One Referee Normal Tag * Two Referees Normal Tag 

* One Referee Iron Man * Two Referees Iron Man 


Submission — Force your opponent to tap-out. Choose ULTIMATE SUBMISSION to 
core a point for each submission within a time limit—similar to a submission-only 
_ Iron Man match. 

_ * Single 

_ * Ultimate Submission 


Table - The only way to defeat your opponent is to knock him out—through a 
table! After the table is set up, whip your opponent on top and execute a power 
move to put him through it (or just lean the table up in a turnbuckle and Irish 

| Whip him through it) for the win. 


* Single * Fatal Four-Way 
Ht * Tornado Tag * Tornado Six-Man Tag 
_ * Triple-Threat 


( TLC — This match is full of everything except tender loving care! In a Tables, 
ie Ladders & Chairs Match, use the tables and chairs to pummel your opponent, then 
set up the ladder to grab the belt hanging high above the ring. 


* Single * Title 
* Tornado Tag * Title Tornado Tag 
-_* Triple-Threat * Title Triple-Threat 


* Fatal Four-Way * Title Fatal 4 Way 


i 


SSASON 


SfeLect SUPERSTARS 
Select the Superstars that will participate in 
season mode. 


NOTE: Only male created Superstars can be 
controlled in the Season Mode. Female created 
Superstars can only be placed on the roster to 
be included in the story lines. 


To start your career as an up-and-coming jobber, select New Season from the 
Season menu. Pick a current Y Superstar or select a created Superstar (see page 
21 for info on creating your own Superstar). 


NOTE: What decisions you make and which responses you choose will affect your 
Superstar and experience points. 


EDIT PROGRAM ROSTERS 


ProcraM Sst-UPp 
Set up the roster for your Program ( 
SmackDown! or Raw). 


Edit Face/Heel - Edit which Superstars 
will be Face/Heel (Good/Baqd). 


Select Superstar - Select which Superstar 
to use during Season mode. By pressing 
right or left on the directional buttons 
you can choose to use a Superstar with 
real life attributes (Original) or start 

from the bottom and build up the 
attributes (Season). 


THs ProGRaM 


At the begining of each broadcast, you start off at your Superstar's locker. Before 
each match you can access the following: 


Move - Access the backstage 
areas and interact with anyone 
who might be around. 

* Arena Back Entrance 

* Parking Lot 

* Training Room 
* Corridor 
* GM Room 


Where do you want go? 


opZone.com — Confirm your 
joney and buy items such as move sets, 
| » WW Legends and 2nd attires. 


Match Card —- Start your next match. You 
ean choose to WATCH or SKIP the matches 
before your scheduled event. Choose PLAY 
to begin your scheduled event and you'll 
be shown the Match Type and Referees 
Rules for the match. Press the @& button 
to begin the match. See PLAYING A GAME 
on page 19 for more info. When the 
Match is over, you'll have the option to 
SAVE your progress or start the next 
program. 


NOTE: Once you start a Match, you cannot access the locker room until the next 
program. 


Attribute - Confirm and add attribute points. 
Strength - Amount of damage your Superstar inflicts. 


Submission — Determines how long you can hold a submission, and how fast you 
can get out of one. 


Endurance - Determines how much damage your Superstar can withstand. 
Technique - Ability to counter attacks. 


Speed - The speed at which your 
Superstar walks, runs and climbs. 


| srmenern STRENGTH 
10 


WOOORDEELL 
Profile - Confirm Superstar's stats, add 


other Superstars to the Season Mode, and 
check the current title belt 
holders/contenders. 


Stable — Add and edit Stables. 


STABLE 


PLAYING A GAME 
SuPf£RstaArR SELECT Fal 


In Exhibition Mode, use directional 
buttons and the @& button to select your 
chosen Match Type and variation, then 
select the Superstars to compete in your 
match. Use the @ button to cancel your 
selection. You can choose to use the 


original, default Superstar stats or the current Season mode stats. Yo can also set 
the initial number of SmackDown! meter icons each Superstar starts out with. Hit 
the @ button to let the COM pick a random Superstar to compete as or against. 
Press the button to see each Superstar's SmackDown! situations. For more 
on SmackDown! Situations, see page 20. After you select an arena, you have the ~ 
option to PLAY the match or alter the MATCH RULES. Use the directional buttons 

to toggle between these two options. 


ENTRANCES | 


The first Superstar's TitanTron video will play. He will then walk down the ramp to a 
the ring. Each Superstar's entrance will play until everyone is in the ring, ready for a 
the match. Press the START button to bypass the entrances. 


momentum could shift at any time because of each Superstar's performance! 


sure to watch the screen for important information during your match. The 


Player Indicators - Every Superstar involved in a match has a player indicator 
that shows the name of the Superstar (player 1 in upper left-hand corner, player 
2 in upper right-hand corner, ete.), who is controlling each Superstar (1P, 2P, etc.), 


and damage levels to various body parts (head, body, limbs, etc.). 


is SmackDown! Meter - As your Superstar successfully pulls off moves and 
taunts, his SmackDown! Meter gradually fills up. When the meter is full, you're 
running on pure energy! Layeth the SmackDown! to weaken your opponent. 


* Time Elapsed — In a timed match, the clock in the lower right corner of the 
screen counts down the length of the match. Be sure to keep an eye on the clock, 
the match will end in a draw if time runs out! 


* Referee Count - The referee count during a pinfall, ring out, or any situation 
that calls for a disqualification. The ref's count is hard to miss—it appears right in 


the center of the screen. 


SmackDown! Situations 


When the SmackDown! Meter is full, you can layeth the SmackDown! Each 


Superstar does different moves when they have a special slot and in varying 
situations. Check the SmackDown! Situations for each Superstar at the Superstar 


Select screen by pressing the button. 


NOTE: You can only perform a SmackDown! finishing move if you have at least one $ 
highlighted on your SmackDown! Meter, your opponent is groggy, and the SmackDown! 
icon appears. Different Superstars have finishing moves that require different situations. 


PausinG THe GAME 

Press the START button to pause the game 
} at any time. You can choose the following 

options from the Pause Menu. Press the @ 

button to make a selection, the @ button 

to cancel. 


* Return to Game - Get back to the grapplin’! 

* Exit Game - Bail out of the ring and head back to the Main Menu. 
* Camera Angles - Toggle multiple camera angles ON/OFF. 

* Player Indicators — Toggle Player Indicators ON/AUTO/OFF. 


* Vibration - Toggle the DUALSHOCK®2 analog controller vibration feature 
ON/OFF. 


Resutt SCREEN 

After the match ends, you'll see the result 
screen, which shows your Reward (cash 
earned), and plus/minus changes to your 
Experience and Superstar Points. Press the 
@ button to continue. The result screen only appears under Season mode. 


You can create your own 
Superstar here (appearance, 

moves, animation, and stables) . 
To create a new Superstar, choos e 
Create an Appearance from the 
Create mode main menu. 


CREATE AN PEARANCE /) 


isting Superstar, DELETE a Superstar, or 
WE and EXIT to the main menu. 


_ Appearance - Start from a base model and customize every aspect of his/her body 
a type, then design your Superstar's in-ring gear. 

_-* Parts Edit * Figure 

Bie.» Body + Sample figure 

+ Attire + Body morphing 

- Accessories + Form 

+ Design + Height 


__ Profile - Set background information on your Superstar. 


 * Name * Biography 
_ * Ringname * Signboard 
* Nickname 


Attribute - Use Experience points to set your Superstar's various skill attributes. 


* Strength * Technique 
* Submission * Speed 
* Endurance 


Logic - Determine how your Superstar fights when controlled by the COM. 


* Logic! * Weapon Use 

* Logic2 * Diving moves | 
* Move * Taunt 

* Irish Whip 


* Attack the referee 


Edit or create the following 
moves for your Superstar. 
Select DEFAULT at any time to 
reset all the moves to their 

original settings or AUTO cnenre surensrana 
SETTING to select a move list 

that complements your 
Superstar's Ability. snare, Serene 


MOVES 


Choose a category of moves from the list on the left side of the screen and 
preview the moves with the @ button. Find one you like? Just press the @ button 
to add it to your Superstar's move list. Be sure to match the attributes of the 
move to your Superstar's own Ability. Select DECISION when finished. Press the 
® button to cancel a decision and restore the move(s) to its original setting. 


Bases 

* Ring-In Move 
* Ring-Out Move 
* Taunt 


* Walking Style 
* Running Style 
* Winning Style 


* Fighting Style abnaia’ 
Reaoyv Moves Ropes Opponent 
* Attack * Rope Down 
* Grapple * Rebound Attack 7 
* Back Attack 
* The Edge of Ceiling AERIAL 
* Stand 
GCrRouno * Down 
* Attack 
* Grapple RUNNING 
* Attack 
TURNBUCHLE * Grapple 
* Attack * Back Attack 
* Grapple * Squatting Attack 


* Back Attack * Counter 


* inert 
* Speedy 
* Technical 
* Roughneck 
* Superstars’ 


' With the CREATE AN 
_ ANIMATION option from the 

f Create Mode menu, you can 
customize your Superstar's 

ii every movement. Choose 
FIGHTING, RUNNING, WALKING, 
WINNING or TAUNT to create a 
movement for that situation. Use 
the following options to create a 
‘movement: 


i * New - Create a movement from scratch. 
* Edit - Edit an existing movement. 


* Copy - Copy an existing movement (if you want to edit a movement but not 
overwrite the original, for instance). 


* Delete - Delete a movement. 
* Save and Exit - Save the movement and return to the Create an Animation menu. 


Once you start creating animations, select BASE to determine the animation's 
starting point, and then choose MODIFY to fine-tune it. Once you have the 
movement set the way you want it, choose DECISION to return to the previous 
menu. Once you save an animation, it is available from the list of animations in 
the Create Mode. 


Edit or create your own W 
alliance. Choose CREATE from 
the Main Menu, then CREATE A 
STABLE, and press the @ 
button to create a new alliance. 


To set up a new stable team: 


1. Choose an empty slot. 

2. Choose your team type: 
* Tag: Two-Superstar team 
* Trio: Three-Superstar team 


3. Name your team. Use the directional buttons and the @& button to spell out your 
new team's name. Choose DECISION and press the & button when you've entered 
the complete name. 


4. Choose the members of your Stable. 
5. Edit or create your team's entrance. 


6. Choose DECISION with the directional buttons and press the & button to 
create your new alliance. 


d into MEMORY CARD slot 1. The 
me will automatically load any saved 


1. Select OPTIONS from the Main Menu. 


2. Choose SAVE and EXIT and press the & button to save any updated information. 
You automatically return to the Main Menu. 


LOADING 
1. Select OPTIONS from the Main Menu. 


2. Choose SYSTEM DATA from the Options Menu. 


3. Select LOAD SYSTEM DATA and press the & button to load all of your previously 
saved information. 


1. Use the & button to attack early in the match. This will help to wear down your 
opponent, and will allow you to gain SmackDown! icons quicker. 


2. Running attacks are the quickest way to knock your opponent to the mat! 


| 3. Watch the SmackDown! Meter! When your SmackDown! Meter is full, 
layeth the SmackDown! 


| 4. To counter a pin or grapple, press the button as fast as you can. 
§. To counter a striking attack, press the button. 


6. When on top of the turnbuckle, make sure your opponent is within range. If you 
jump off and miss your attack, you will take some damage! 


PRODUCTION 


] Director, Project Management 
Dylan Miklashek 


Creative Manager 
Nick Wlodyka 


; Associate Creative Manager 
Cory Ledesma 


Project Coordinators 
Razmig Pulurian 
Josh Miller 


Director, Technical Management 
Marcel Samek 


Director, Art Management 
Jeff Smith 


Production Resources Manager 
Jenae Pash 


Translators 
Yuri Tanaka 
Tamami Oduor 


Vice President - 
Product Development 
Philip Holt 


Executive Vice President - 
Worldwide Studios 
Jack Sorensen 


QUALITY ASSURANCE 


Quality Assurance Lead Testers 
lan Dominguez 

Morgan Clark 

Ko-Sheng Chen 

Mark Vance 


Quality Assurance Core Testers 
Matt Ames 
Brian Skidmore 
Alfred Ocampo 
Dave Langeliers 
Dan Ryan 
Gil Doron 
Avi Pele 

v Colin Harmon 
Theppong Sae-Low 
Shazard Ali 
Mike Villa 
Jason Mahanes 
Peter Svenkerud 

y Hollis Hill 
Stephan Reese 
Alberto Campo 
Sal Serrano 
Joseph Lowry 
Brian J. Smith 


First Party Supervisor 
lan Sedensky 


First Party Testers 
Lori Arrowood 
Marc Durrant 
Robin Scofield 
Jason Tani 


QA Technical Supervisor 
Mario Waibel 


QA Technicians 
James Krenz 
Brian McElroy 


Mastering Lab Technicians 
Charles Batarse 

Glen Peters 

Shawn Murakami 


Database Applications Engineer 
Jason Roberts 


Director of Quality Assurance 
Monica Vallejo 


MARKETING 


Senior Vice President— 
Worldwide Marketing 
Peter Dille 


Director, Creative Services 
Howard Liebeskind 
Director, Global 

Brand Management 

Craig Rechenmacher 


Director, Public Relations 
Liz Pieri 


Associate Product Manager 
Devin Knudsen 

Associate Public 

Relations Manager 

Kendall Boyd 

Senior Manager - Creative Services 
Kathy Helgason 


Creative Services Manager 
Kirk Somdal 


THO WEB TEAM 


Web Design Manager 
Gordon Madison 


Web Designer 
Ricardo Fischer 


Programmer 


Jack Suzuki 


BUSINESS DEVELOPMENT 


Director of Business Development 
Yoji Takenaka 


INTERNATIONAL BRAND 
MANAGEMENT 


Director, Global 
Brand Management 
Michael Pattison 


International Marketing and 
Services Manager 
Emma Ledda 


THQ SPECIAL THANKS 


Brian Farrell 
Alison Locke 
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Leslie Brown 
Brandy A. Carrillo <a 
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Richard Williams 
Jeremy Goldstein 
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Tina Lee 

Markus Schuetze 
Neena Patel 
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Chris Sturr 
Chris Folino 
Paul Reese 
Origin Studios 


JAKKS Interactive 
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ing Director 
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Director of Product 
lopment 
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ind Equity Coordinator 
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" 

Director, Global TV 
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jal Thanks: 
“Debbie Bonnanzio 
i “Dave Barry 
” Andrew Wilson 
i) Frank Vitucci 
i Noelle Carr 
Keith Flaherty 
i ' George Germanakos 


William Goertel 
Genna Goldberg 
Anne-Marie Feliciano 
Ed Kaufman 
Lauren Middlen 
Stacy DelPriore 

Bella Karakis 


Elizabeth McCollum 


MUSIC CREDITS 


Music Services provided by 


Nelson Bae of SonicFusion 


“Never Gonna Stop" 
(the red, red kroovy) 


Performed by Rob Zombie, Written 
by Rob Zombie, Scott Humphrey 


© 2002 WB MUSIC CORP. (ASCAP), 
DEMONOID DELUXE MUSIC (ASCAP) 
& BUG MUSIC (SESAC). ALL RIGHTS 
ON BEHALF OF DEMONOID DELUXE 
MUSIC (ASCAP) ADMINISTERED BY 
WB MUSIC CORP. (ASCAP) 


© GIMME BACK MY PUBLISHING 
(ASCAP) administered by BUG 


ALL RIGHTS RESERVED. USED BY 
PERMISSION 


Courtesy of Geffen Records, Under 
license from Universal Music 
Enterprises 


“KOS 010 #-31" 
(Booker T anthem) 


Music provided by Associated 
Production LLC 


“Whatever" 
Performed by Our Lady Peace 


Written by James Johnston, Raine 
Maida, Duncan Coutts, Jeremy 
Taggart, Mike Turner 


Worldwide rights administered by 
Cherry River Music Co. (BMI), 
Stephanie Music (BMI) 


ALL RIGHTS RESERVED. USED BY 
PERMISSION. 


Courtesy of Sony Music 
Entertainment 


By arrangement with Sony Music 
New Media Licensing” 


All names of all World Wrestling, Entertainment televised and live programming talent names, images, likenesses, 
slogans and wrestling moves and all World Wrestling Entertainment logos are trademarks which are the exclusive 
| property of World Wrestling Entertainment, Inc. ©2003 World Wrestling Entertainment, Inc. All Rights Reserved. 


(| Game and Software ©2003 THO/JAKKS Pacific, LLC. Used under exclusive license by THO/JAKKS Pacific, LLC. JAKKS 

i! Pacific and the JAKKS Pacific logo are trademarks of JAKKS Pacific, Inc. Developed by Yuke's Co. Ltd. Yuke's Co, Ltd. 
and its logo are trademarks and/or registered trademarks of Yuke's Co., Ltd. THO and the THQ logo are trademarks 
and/or registered trademarks of THO Inc. All rights reserved. All other trademarks, product names, company names 

and logos cited herein are the property of their respective owners. 


Sonic Fusion would like to 
thank the following for 
their help: 

Gregg Barron 

Elena Byington 

Pamela Lillig 

Melissa Munana 

Tracy Pikoos 

Don Terbush 

Aurora Yera 


\//AMORED WRESTLING ENTERTAINMENT” HOME VIDEO 


000! 


The legend 
has arrived! 


One of the greatest 
competitors in the 
history of sports- 
entertainment is 

now available on 

DVD for the first time. 
A compilation three- 
DVD release bringing 


“Nature Boy’s™” 
illustrious career. 


w | RIC FLAIR’ 


Available Now on DVD. 


2003 WORLD WRESTLING ENTERTAINMENT, INC. ALL RIGHTS RESERVED. 


worHa Forg 
1 AW CKER S T ruck other road users 


° your way to 
swindle a fortune! 


Ma Jackson, owner of Big Mutha 
Truckers Inc., has announced to her 
four kids that she's planning on 
retiring. Choosing the new owner 


can aa of the company will not he easy, 45 
Ma's kids are 2 difficult bunch. 


The solution? A Trial by Truckin’ - 
whoever makes the most money trucking 
through Hick State County in 60 days 
- fakes control of the 
company. 


AVAILABLE now! 


ian ae 


www.thg.com : EMPIRE : eutechnyx 


© 2003 Empire Interactive E1 
| Seed turope Limited. Empire, the E Logo and 
& surope Limited in the Ve chp s bret Mies 
rs : ce Suggestive Thomes retred “i Be phe fe ‘or other countries. Published and het buted by THO oTibandisiopoee 
owners, “PlayStation” and the “PS* Famil reset inna il zx he pope er 
‘amily logo are registered trademarks of ony Conviction ie Caleb eid 
# Entertainment Inc. 
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THA Inc., 27001 Agoura Road, Suite 270, Calabasas Hills, California 91301 


Sphinx and the Cursed Mummy © 2003 Eurocom Developments, Ltd. Sphinx and the Cursed Mummy, Eurocom and their respective logos are trademarks and/or 
registered trademarks of Eurocom Developments, Ltd. Exclusively licensed to and published by THO. THQ and the THO logo are trademarks and/or registered 
trademarks of THQ Inc, All Rights Reserved. All other trademarks, logos and copyrights are property of their respective owners. “PlayStation” and the “PS” Family 
logo are registered trademarks of Sony Computer Entertainment Inc. 


Warranty ano Service INFORMATION 


In the unlikely event of a problem with your product (“Product”), you may only need simple instructions to correct the 
problem. Please contact the THQ Inc. (“THQ”) Customer Service Department at (818) 880-0456 or on the web at 
http://www.thg.com before returning the Product to a retailer. Live Customer Service Representatives are available to 
help you Monday through Friday 9am to 5pm PST or you can use our automated systems by phone or on the web 
twenty-four (24) hours a day, 7 days a week. Please do not send any Product to THO without contacting us first. Your 5 
digit Product Code is 46043. Please use this code to identify your Product when contacting us. 


Limiteo LJARRANTY 

THO warrants to the best of THO’s ability to the original consumer purchaser of the Product that the medium on which 
the Product is recorded shall be free from defects in materials and workmanship for a period of ninety (90) days from the 
original date of purchase. The Product is sold “as is,” without express or implied warranty of any kind, and THQ is not 
responsible for any losses or damages of any kind resulting from use of this Product. If a defect occurs during this ninety 
(90) day warranty period, THO will either repair or replace, at THQ's option, the Product free of charge. In the event that 
the Product is no longer available, THO may, in its sole discretion, replace the Product with a Product of comparable value. 
The original purchaser is entitled to this warranty only if the date of purchase is registered at point of sale or the 
consumer can demonstrate, to THO’s satisfaction, that the product was purchased within the last ninety (90) days. 


To RECEIVE LIARRANTY SERVICE: 

Notify the THO Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on 
the web at http://www.thq.com, If the THQ service technician is unable to solve the problem by phone or on the web via 
e-mail, he will authorize you to return the Product, at your risk of damage, freight and insurance prepaid by you, 
together with your dated sales slip or similar proof-of-purchase within the ninety (90) day warranty period to: 


THQ Inc. 

Customer Service Department 
27001 Agoura Road, Suite 270 
Calabasas Hills, CA 91301 


THO is not responsible for unauthorized returns of Product and reserves the right to send such unauthorized returns 
back to customers. 


This warranty shall not be applicable and shall be void if: (a) the defect in the Product has arisen through abuse, 
unreasonable use, mistreatment or neglect; (b) the Product is used with products not sold or licensed by Sony Computer 
Entertainment America or THQ (including but not limited to, non-licensed game enhancement and copier devices, 
adapters and power supplies); (c) the Product is used for commercial purposes {including rental); (d) the Product is 
modified or tampered with; (e) the Product's serial number has been altered, defaced or removed. 


Repaims ArTer EXPIRATION OF LIARRANTY 
After the ninety (90) day warranty period, defective Product may be replaced in the United States and Canada for US$25,.00. 
The original purchaser is entitled to the replacement of defective Product for a fee, only if proof-of-purchase is provided to ) 
THQ. Make checks payable to THO Inc. and return the product along with the original proof-of-purchase to the address ' 
listed above. 


LJarRaANtTy Limitations 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES OR 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE THO. ANY APPLICABLE IMPLIED 
WARRANTIES OR REPRESENTATIONS, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR — 
PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE A 
CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL THQ BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 


The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long 
an implied warranty lasts or exclusion of consequential or incidental damages, so the above limitations and exclusions 
may not apply to you. This warranty gives you specific legal rights, and you may also have other rights, which may 
vary, from state to state. 


WARNING 
Copying of this Product or any of its contents or elements is illegal and is prohibited by United States and internatit 
copyright laws. Back-up or archival copies of this Product or any of its contents or elements are not authorized and 
not necessary to protect your Product. United States and international copyright laws also protect this manual a 

printed matter accompanying this Product. Violators will be prosecuted. 5 
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